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Abstract 


Mathematics is one of the most challenging subjects for pupils to master but it is an important skill 
learners need to achieve. To understand the reasons students behave negatively in mathematics, there is a 
need to identify factors affecting their learning behavior. Hence, this study assisted by introducing the 
enjoyment of e-learning games and the learning behaviors in Mathematics of Grade 6 Pupils. The use of 
descriptive-correlational research design and purposive sampling technique resulted in the study's 
objectives being met for the school year 2021-2022, with thirty (30) grade 6 students as respondents who 
answered the adapted-modified survey questionnaire prepared by the researchers. The result shows that 
the enjoyment of e-learning games on concentration, goal clarity, feedback, challenge, autonomy, 
immersion, social interaction, and knowledge improvement has a positive significant relationship to 
interest, confidence, motivation, and usefulness that aligned to student’s learning behavior in 
mathematics. Based on the findings, students felt the effectiveness of e-learning games to boost their 
enjoyment when it comes to the said subject. This also implies that the usage of e-learning games as an 
effective teaching tool can contribute to and successfully improve students’ learning behavior. 
Considering the results of the study, the researchers advised future researchers to consider whether the 
enjoyment of e-learning games can be used and utilized in subjects other than mathematics, or whether 
the learning behavior presented here can be modified. 
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Introduction 


Mathematics is considered by society as the bedrock of scientific and technical 
knowledge, prized by people worldwide (Kanafiah & Jumadi, 2013). However, according to 
Anwar et al. (2020), mathematics is one of the most challenging subjects for pupils to master but 
is an important skill. Some pupils think mathematics is dull, complex, and unimportant. Many 
people drop out of mathematics classes before they finish what they should (Schoenfeld, 2019). 
To understand why the students behave in that way when it comes to mathematics, it is important 
to seek the factors that affect their learning behavior in that subject. However, due to the current 
pandemic that the world is facing right now, online distance learning as the learning modality 
was used in delivering instruction, and e-learning games are utilized in teaching and learning 
mathematics. 

True to this, mobile technology (such as smartphones) is increasingly being used in 
mathematics teaching and learning (e.g., computers and tablets), which has piqued the interest of 
educational researchers and practitioners. Specifications for mobile devices include portability, 
availability, and internet access. Mobile devices have emerged as an emergent agent capable of 
pushing the boundaries of mathematics instruction and learning beyond the classroom walls due 
to their widespread acceptance among young people and others. Mobile device properties (such 
as capturing and collecting data, communicating and collaborating with others, consuming and 
critically evaluating material, and constructing and creating personal forms of expression and 
representation) are easily mapped to the Common Core Math and Next Generation Standards' 
mathematical, scientific, and engineering methods (Moyer-Packenham et al., 2019). 

In line with these, the SY 2009-2010 results of the National Achievement Test (NAT) 
among grade 6 showed a low 46.38 % passing rate, while the NAT results for high school 
showed a low 69.21 % passing rate. Even when just scientific high schools competed in the 
Advanced Mathematics category in 2008, the Philippines came in last based on the Department 
of Education, 2010 stated by (Capate et al., 2015). Because of this result, the researchers seek to 
know and understand the reasons behind the learning of students when it comes to Mathematics. 

In addition, as per the observation of some researchers who conducted a study about the 
behavior of children while using mobile technology, it is relevant that they spend most of their 
time playing and internet browsing and it is evident that children have a high motivation, and 
social interaction and they are more immersed when playing games. As part of advancement, 


learning should not be left behind. Implementing math learning through games will allow 
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students to study pleasantly and entertainingly while also improving their mathematical skills 
(Anwar et al., 2020). E-learning brought about by innovations and globalization can contribute 
to the advancement and enjoyment of teaching and learning mathematics. 

Many games can help the teaching and learning process and meet the fundamental 
characteristics of learning environments. However, to properly merge instructional approaches 
with game design, a thorough grasp of the various possibilities that digital games might bring is 
required (Gros, 2015). Thinking and incorporating such a strategy is a very crucial and critical 
factor that will determine its rate of success of it. Not all games can be incorporated into 
learning, a careful and thorough observation must be done before incorporating them into the 
learning process. 

This study is focused on assessing the level of enjoyment of elementary students in 
playing e-learning games during Online learning in Mathematics and how it contributes to better 
learning behavior of Grade 6 pupils. Specifically, the study seeks to determine the extent of 
enjoyment of Grade 6 pupils by describing their participation in playing e-learning games during 
Mathematics sessions when it comes to their concentration, goal clarity, feedback, challenge, 
autonomy, immersion, social interaction, and knowledge improvement and how is the learning 
behavior of the pupils be described in attending Mathematics sessions with regard to interest, 
confidence, motivation, and usefulness. Further, the study aims to determine if the extent of 
enjoyment of Grade 6 pupils in playing e-learning games during Mathematics sessions 
significantly contributes to their learning behavior. 


Methodology 


This is a quantitative study that used a descriptive research design to describe Grade 6 
pupils' enjoyment of E-learning games and how it relates to their learning behavior in 
mathematics. This method is used to assess the relationship between the level of enjoyment of e- 
learning games and mathematical learning behavior. The study's participants are grade six 
students from Del Remedio Elementary School who took Online Classes. They are the students 
who have registered for the academic year 2021-2022. The study's target respondents are 30 
students from the school, and the sample was determined using a purposive sampling technique. 

Upon acceptance of the sought authorization to conduct the study from the school 
administration and respondents by way of a separate procedure, after the validation of the 
research tools. First, the researcher at the participating school, Del Remedio Elementary School, 


created a request letter for data collection. The school's principal received the letter. The teacher 


72 | The Research Probe, Volume 2 Issue 2 


received a copy of the survey from the researcher through Google Forms. After four days, the 
instructor collected the completed survey surveys from the pupils who had been emailed the link 
to it. The data gathered using Google forms will be compiled by the researcher and given to her 
statistician for evaluation. 
Findings 

The responses reflect that all components — concentration, goal clarity, feedback, 
challenge, freedom, immersion, social interaction, and knowledge improvement assess the extent 
of the perception of the student-respondents in terms of enjoyment in e-learning games. While, in 
terms of the perception as to how student-describe their behavior in mathematics, they are all 
observed as to their interest, confidence, motivation, and usefulness. It was manifested in the 
findings that there is a significant relationship between the Enjoyment of e-learning games and 
the learning behavior of Grade 6 pupils in Mathematics. The concentration, goal clarity, 
feedback, challenge, freedom, immersion, social interaction, and knowledge improvement of the 
students has a positive significant relationship to students’ learning behavior in mathematics such 
as their interest, confidence, motivation, and usefulness. It is shown from the findings that 
students felt the effectiveness of e-learning games to boost their enjoyment when it comes to the 
said subject which also implies that the usage of e-learning games as an effective teaching tool 
can contribute to successfully improving students’ learning behavior in studying mathematics. 
Conclusion 

The outcome of the study recommends that the teacher may consider providing more 
activities wherein the discussion is in detail as well as activities wherein students will be more 
engaged and have the freedom to express their knowledge in the mathematics subject. It is also 
recommended that a certain learning task will be provided to the learners wherein they are the 
ones who will present their work to their classmates so that it can boost their confidence that they 
know something in line with mathematics. This study suggests teachers to consider e-learning 
games provided to the learners have an element of enjoyment since it would help learners to 
appreciate further mathematical concepts. Furthermore, a parallel study can be conducted to 
further the knowledge of teachers on whether the enjoyment of e-learning games can be used and 
utilized in other subjects aside from mathematics or whether the learning behavior presented here 


can be modified. 
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